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MEETING DATES: OCTOBER 14, NOVEMBER 11. 


_ THEDALACENEWS 





oe _ CO-EDITORS 


ie are you i in for it now! 


aS eee at ae Geuk ering unsuccessfully . 
ae oe oe get a volunteer for the position 
of newsletter editor for the past few 
ee ‘months. Well, just remember that — 
ae you had j your chance. | fe 


| : = ne ‘Randy Randolph (a Guat Guy!) : | 
and T are now the a of this © 


2 D aiversces T warned you. 


. apologize for this. sated thin 
issue, but the deadline was critical — | 
with the late September meeting © 
and the fact that the October 
ss Meeting is just two weeks away and 
Hig the alee needs a week. = 


kee Uhl 


wwe re eee ee ee ml 


a ag sysor ; 





ee ‘The Gat Ack BBS has moved to e 
ae Jim Jackson’s house. | ae 


So ne new ‘phone number is er 
278-6180. 


See a cal hehe you to Jeff for 
oe housing the BBS for mS pes year. 


~ Jackson has some changes i in mind 


) | _ for the BBS. including m more 2 games, be 
ae \ oe BAMCs. BeeE ae | 


NEWS ‘SIG LEADER 





fee “Michael Harvey has volunteered 
are to handle the ST SIG. 


Wiese: let him ices if there is 


oe anything special oki like to see at 


ee ae ee ee ee ae Oe Oe Oe oe Oe ae oe a es 





me whenever. 

| tennis, and fun. . 
Sign up with easicn Arnold at 
— the October main meeting and let 
her know what food item ays like © 


present at 


CLUB | PICNIC 


‘The picnic will n held on 
bac 21st at the Everglade — 
‘Park. This park is located near the - 
_ intersection of Jim Miller. Road | 

3 and Everglade Road. = | 
_ We will meet there at 2pm oe 
Join in for yoeyball ) 


to bring. 


Serena nes ennnen= - 


‘DOLLAR g SIGNS 
by Rene Tucker, 


For those of you who were not 


September 23, 1989, here are the 


wos : 5 highlights of the financial report | 
ee. the month of August. | 


“RECEIPTS $225.00 
EXPENSES $157.80 


GAIN $ 67. 20 


Remember, a full report is made 
_ at each regular meeting and copies 
of the monthly reports are avail- 


able for inspection by So club 
member. | 


yn Fe Oe Oe ae Oe SD a ee Oe ee OD 


. “SBIT SIG MEETING a 


ee be ‘the sound of it, Sinn 


_ By Dave Gramm ; 
The SIG meeting for September 


gave demonstrations on Bob- 
Term, a communications package — 
_ brought by Randy Randolph, and — 


S.A.M. (Software Automatic 
Mouth), a _ speech synthesizer | 
_ brought by Marc Salas. 2 


Bob-Term is a communications 
‘program written by Robert Puff 
_ which is very similar in usage to 


Express 850/1030 with the added 
features of having a floating buffer 


- up to 15K in size, supporting batch — 
_up/download mode (Y-modem), a_ 


the meeting on 


- Tecitation of the 
Address”. 


- real time clock, and support of 850 


I/F, XE P80, SX212, XM301 and 
P:R: Connection. It will operate 


under My-Dos, Sparta-Dos, and 
_ Atari Dos 2.0/2.5. 
the program is a 300+ ‘sector 
DOC file. — 


Included with 


Unfortunately a moder Or mo- 


dem I/F must be attached to the 
computer in order for Bob-Term to 


complete its load. Due to this re- 


quirement, the SIG attendees were 


not able to see it in operation, so a 
repeat demonstration will be held 


~ at the October SIG. 


S.A.M. is a unique software 


= package that allows the user to type 
_ in text and will output that text in 


synthesized speech through the 
monitor speaker. ‘There are two 


parts to S.A.M.; the “Reciter", and 


"SAM" proper. The text may be 
entered into "Reciter" as plain 
English words and phrases, or into 


_ "SAM" as phonetic sounds. The — 
_ speech may be given inflections 


and pauses to make it more 


“human sounding" rather than be- 
= ing delivered in a pure monotone 


voice. In either case, the speech 


_can be understood fairly clearly. 


Member John Saunders gave a 
short demonstration of S.A.M.’ S 
speech capabilities ‘including a 


Texas drawl "Draaap Ded" ("Drop 


dead" to you Yankees), and a 
"Gettysburg 


(S.A.M. was last available from: 

Tronix 

8295 La pee Blvd. 

Inglewood, CA 90301 

or occasionally at the vendor 
meet tables) — | 

-NOTE: Any club member who 
would like to demo their favorite 8- 


bit software project (disk or car- 


tridge based) or hardware product, _ 


should contact the 8-bit SIG leader 


to allow scheduling of adequate 
time during the SIG. Effective 


with the October meeting, the club 


now has a dedicated 8-bit 800XL, 


disk drive and 19" monitor. _ 


<a 
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I’M A BELIEVER 
By Sandra Higgins Hanna 


My coworkers thought I was 
dreaming. I told them about the 
Atarifest that I attended and 
- watched Mac disks go right into a 
machine and WORK! I saw a lap 
top (maybe purse top) that is 
AFFORDABLE! They © still 
thought I was dreaming, or worse 
yet, outright lying. Then this 
month’s MacUser Magazine 
(October), in their START UP 


section told of “Adventures in 


Atari". It shows a small picture of 
the Stacy and gives it a pretty good 
review with statements such as, "If 
you're an adventurous Mac hacker, 
you can cobble together a Mac 
Plus-Compatable laptop for less 
than $2,500 - a fraction of what 
Apple is expected to charge for its 
portable...add a set of geniune Mac 
Plus Roms and you've got a 15 
pound Mac-compatible Atari ST 
that runs slightly faster than a Plus 
and reads and writes Mac disks..." 
I consider that a pretty nice pat on 
the back for Atari, since most of 


the so-called "Big Guys" look down | 


their nose at those of the Atari 
calling. It mentioned Gadgets by 
David Small, spectre GCR, and 
gives their address and phone. 
They say the Stacy should be in re- 
tail stores September. A little 
checking around town should pro- 
duce results. 


Working with a Mac at work and 
finally realizing I can have the 
Atari "Portfolio" (they should have 
named it ’Cigarette Case’) AND 
the Stacy with the works for what 
an SE would cost me has me saving 
my soft drink money like crazy. I 
would hate to have to give up my 
little 8-bit when it’s been so good to 
me. Now I can have both! Now all 
I have to worry about is the thou- 


sand or so bucks it will take. I just 
refinanced my house. That ought 
to do it for a down payment just in 
time for Santa to visit me. All I 
want for Christmas is a .... 


PILOT LIGHT & FRONT 
SWITCH for the XF551 


By Rolly Herman 
Reprinted from The W.A.N.D. 
White Plains, NY 


Several of our members are us- 
ing the XF551 disk drive, and their 
opinions of the drive, in general, 
are favorable. However, they com- 
plain about two features, that al- 
though of a minor nature, are quite 
frustrating. The frustrations are 
caused by the on-off switch being 
inconveniently located in the back 
of the drive, and by the absence of a 
pilot light to indicate whether the 
drive is on or off. 

Both of these problems can be 
cured rather easily. There are sev- 
eral alternative solutions. 

The first method is to open up 
the drive, and to install a switch 
and an LED in the front. I do not 
have an XF551 so I cannot supply 
the specific directions for this 
modification. However, anyone 
with a little knowledge of electron- 
ics and handy with a soldering iron 
should be able to figure out how to 
do this. BE ADVISED that this 


will void the warranty on the 


drive!! 

A second and simpler approach, 
which does not affect the warranty, 
is to provide a switch and pilot light 
EXTERNAL to the drive. This 
can be done in a variety of ways. 

1. Purchase a surge protector 
outlet strip that has its own on-off 
switch and pilot light. Plug the 
drive power supply into the surge 
protector. Available in most com- 
puter stores. 


2. Purchase a plain outlet power 
strip with a switch and pilot light. 
Available in most hardware stores. 

3. Make your own. Radio Shack 
sells a very nice 125 volt 10 amp 
push button on-off switch with a 
pilot light in the button for $3.49. 
Cat.# 275-671. Mount this in a 
small aluminum chassis box (Radio 
Shack #270-235 $1.79) and wire 
the switch to a 110 volt male plug 
and female Plug. Plug the drive 
power supply into the female plug 
and the male plug into the wall 
outlet. 


Bits of This and That 


An award should be given to 
Chris Roberts for quickest 
turnaround at Atari. After reading 
an article in Z-Net’s July issue, I 
had asked a fellow club member to 
contact Chris on Genie. Chris was 
the new Atari User Group 
Coordinator and started in that po- 
sition on June 12. 

Word is that he no longer 
worked there by the middle of 
August. 





Debby Thomas 
Eighty Eighty North Central 
Suite 400 
Dallas, Texas 75206 
(214) 891-8833 


THE DALACE NEWS 
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BATTLEZONE 


Review by Penny Ormston, 
’"R’-Atari Club 
Reprinted from Computer 

News, Portland, Oregon 


Battlezone is a remake of an old 
Arcade game. Like the original 
version of Battlezone, the cartridge 
version is done entirely with linear 
graphics. The game is set in the 
near future (1999) and World 
Peace is being threatened by an 
army of robots equipped with 
tanks, supertanks, missiles, and 


flying saucers. And all you have to 


defend your territory are four out- 
dated military tanks. Doesn’t 
sound like a fair fight, does it? 


Luckily, these robots seem to be 


_ programmed to fight fairly. They 
only attack one at a time, so it’s not 
impossible to pick them off. 


Unfortunately, as with all games 


like this, there is no way to win. 


Eventually, no matter how good 


you are, you will be defeated and 
the game will be over. Of course, 
you can always have a goal of 
reaching a high score... but since 
the game is on a cartridge there is 
no way to save high scores from 
one session to another. 


There are obstacles in the way 


on your battlefield. Pyramids, 
cubes, and other structures little the 
landscape. In the distance you can 
see the moon and an active vol- 
cano. There are five levels of play. 
Level one is very easy, and level five 
is very hard. When an enemy is de- 
stroyed, it flies into pieces just like 
the arcade version, which is very 
satisfying. Yet the graphics on this 
version just aren’t as good as the 
arcade version. (Although my 
husband disagrees with that state- 
ment. He thinks the graphics on 
the cartridge are superior.) As far 


as the game itself goes, I think it is 
OK, but that’s all. I’ve seen a lot of 
PD games that I thought were 
much better. 


GALDREGONS DOMAIN | 
REVIEW 


"Not Just Another Slimy 
Dungeon" 
by Bob Reltz 


Reprinted from SPACE Probes. 


"The land is in turmoil, the evil 
wizard Azazael has been resur- 
rected and now searches for the five 
gems of Zator which will give him 
ULTIMATE power. You have 
been recruited by King Rohan to 
battle against the minions of evil to 
recover the gems, and so save the 
lands of Mezron.” In Galdregons 
Domain you play the part of a 
Northlander Barbarian seeking 
fame and fortune. 


Your opportunity for said fame 
and fortune begins in the town of 
Secnar where you are summoned 
by King Rohan who sends you on 
the quest for the five gems of 
Zator. In order to complete this 
quest it will be necessary to seek 
the counsel of many (elves, dwarfs, 
wizards, rangers, guards, barkeeps) 


you encounter along the way. 


These characters may offer advice 
or a clue to the location of an item 
you need to complete your quest. 


Some will only help you if you 


complete a quest for them. 
Barkeeps may give advice if you tip 
them properly. 


In your travels it will be neces- 
sary to search for deadlier weapons, 
tougher armor, food, magical 
items, potions, and scrolls that will 


make you more powerful or allow 


you to gain entry to a particular 


place. To complete Galdregons 
Domain you will need to explore 
each of the legends of the lands of 


_Mezron, THE LABYRINTH-lair 


of an evil medusa, THE CAVES 
OF DOOM-home of a great race 
of Dwarfs, THE FOREST OF 
THE ELVES, THE TEMPLE OF 


SET-followers of the snake god 


worship here, THE ASSASSINS 
GUILD, THE TOWER OF THE 
NECROMANCER.-an evil cleric 
lives here, LORD THULL’S 
TOWER-once the champion of 
the King, and THE TOWER OF 
THE DEMON MASTER. 


_ Mapping these areas is essential! 


The first person perspective 
graphics screens are excellent. 
They provide a colorful and inter- 
esting half screen view of your sur- 
rounding and encounters. There is 
an impressively detailed full screen 
overhead map that can be viewed 
when traveling outside that will — 
help you find your location in 
Mezron. The user interface is 
friendly with pointing and clicking 
on direction icons for N,S,E,W and 
on another set of icons to examine 
your health, view your inventory, 
potions, scrolls, wield your 
weapons, and eat food. Clicking 
On your inventory will bring up a 
screen with large, finely detailed 
representations of the items you 
are Carrying. 


There are many excellent digi- 
tized sounds throughout the game. 
Two that I found to be especially 
realistic were a wolf howling and 
screams heard in a particular castle. 
In many of the darker goblin in- 
fested places you visit (grin) you 
will find it necessary to kill people- 
things to survive. If you win your 
battle you will be rewarded with the 
anguished scream of your oppo- 
nent and be able to search its bones 
for food, weapons, and other valu- 
able goodies. Again the sound ef- 
fects and graphics used in this 
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game are first rate and you won't be 
disappointed with the combat 
scenes unless you are expecting 
animation. 


Galdregons Domain is a 
European import, distributed by 
Pandora, that delivers a quality 
D&D adventure gaming environ- 
ment. The game is supplied on 
three disks and is a must have for 


all you D&D players. Look for this - 


game from any US software dealer 
carrying European Imports. The 
cost should be somewhere around 
$29.95 (gold). I got my copy from 
Joppa Computers, Baltimore, MD 
(800)876-6040. 


PRINTSHOP COLOR 
“GRAPHICS 


Review by Rolly Herman 


Reprinted from The W.A.N.D. 
White Plains, NY 


The WJA Software Companyhas 
come out with a three disk set of 
Printshop graphics which permits 
two color printing with a standard 
printer. Two of the disks are 
Printshop icons and one disk is 
borders. Each disk is double sided. 
On the front (Side A), there are 50 
graphics in the normal format for 
printing in a single color. On Side 
B, however, each of the graphics 
that appear on Side A is presented 
in two parts. Each of the two parts 
is given an extension of its name as 
either GR (for green) or RD (for 
red). 


The icons and borders on the 
Side A of the disks can be used with 
Printshop in the conventional way. 
The Side B are for two color print- 
outs. ‘This is done by using any of 
the regular Printshop designs 


(cards, letterheads, banners, etc.) 


and using a green icon or border 


with a green printer ribbon and a 
red icon or border with a red rib- 
bon. It is necessary to mark your 
paper very carefully and to make 
two passes of the printing and to 
change the ribbon between the two 
passes. 


I printed some letterheads and 


- greeting cards and the whole thing 


worked very well. It is also possible 
to use black or other colors instead 
of the red or green. You will have 
to experiment to get the best re- 
sults. Another variation is the use 
of the Printshop option of 
"OUTLINE" on text for the first 
pass and "SOLID" for the same 
text on the second pass. This gives 
a very lovely two color text effect 
that compliments the two color 


graphics. The only minor difficulty 


that I had was in lining up the pa- 
per when rolling it back for the 
second pass. It requires some care 
to get it precisely accurate. I made 
some marks on the tractor feed 
edges of the paper before the first 
pass. Then for the second pass, I 
rolled back until the marks lined 


up. I found this easier than using 
Paper | 


the Printshop “Test 


Position”. 


The disks come without a man- 
ual, because the whole process is so 
simple. Instead, a couple of sheets 
are included which contain the 
names of all of the icons on Sides A 
& B of the disks. On the sheets, 
also, are the few simple directions 
for doing the two color printouts. I 
used PSUUD (reviewed in the 


April 1989 W.A.N.D.) to print out - 


all the graphics on the disks for my 
own catalog. I think that it would 
be nice if WJA Software supplied 
printouts of the graphics and the 
borders instead of just the names. 


A careful inspection of the mono 
color graphics on Side A of the 


disks, and of the same two color 


versions on Side B of the disks 


leads me to the conclusion that you 
could design additional two color 
graphics of your own. You would 
need a good Printshop editor (for 
example, Printshop Companion), a 
little experimenting, and some cre- 
ativity. 


I regret that I am unable to in- 
clude any of the color graphics in 
The W.A.N.D., because photo- 
copying in color would be pro- 
hibitively expensive. However, I 
will demonstrate the two color 
work that I have done, as well as 
the process and the disks at our 
next meeting. 


If you like Printshop and have a 
printer that can use color ribbons 
(I used my Epson MX-80), this set 
of three disks, for only $13.95 
complete, will produce spectacular 
results. I sent my daughter a birth- 
day card using the green and red 
graphics and the two color text. 
The difference between the one 
color version and the two colors i is 
truly amazing. 


WIA Software Co., 26 Hunters 
Lane, Hendersonville, N.C. 287339. 


LOOM 
Reprinted from SLCC Journal 
Lucasfilm Games today an- 
nounced the forthcoming release of 


its first fantasy adventure game, 
called LOOM. 


A unique feature of LOOM is a 
graphical interface which dispenses 


entirely with text commands and 


menus, relying instead on icons and | 
music, according to Stephen D. 
Arnold, Vice President and 
General Manager of Lucasfilm 
Games. 
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The setting for LOOM is the 
Age of Great Guilds, a mythical 
time when Shepherds, Blacksmiths 
and Glassmakers ruled the world. 
Its unlikely hero is Bobbin, a young 
member of the mysterious Guild of 
Weavers, who finds himself playing 
the pivotal role in a mighty conflict 
between good and evil. 


As the game opens, Bobbin is 
alone in his Weaver village. The 
Elders of the Guild have mysteri- 
ously disappeared, swept away by 
an unknown force. All Bobbin can 
do is search for clues. 


When Bobbin finds a Weaver's 
distaff, the magic of LOOM begins. 
The distaff is the Weaver’s "magic 
wand." It is also the key to 
LOOM’s unique interface. 


The distaff, resembling a rough 
walking stick, appears under the 
graphics window of the game. 
Divided into eight segments, each 
related to a musical note, the distaff 


both detects and weaves magic — 


spells. 


When Bobbin is in the presence 
of magic, his distaff glows and res- 
Onates. For example, Bobbin en- 
counters a flock of owls in a dark 
forest. The hooting of the owls is a 


musical sequence that triggers four — 


notes on the distaff. When Bobbin 
repeats the four notes -- by point- 
ing and clicking on the distaff -- he 
is able to see in the dark. As this 
and other spells are learned, the 
player records them in the included 
"Book of Patterns.” 


"SO many actions in most fantasy 
games are mundane,” explained 
Brian Moriarty, LOOM Project 
Leader. "A lot of time is spent 
Managing inventories, juggling 
statistics and resolving ambiguities 
in the interface. What fantasy 
gamers really enjoy is Power. They 
want to stride fearlessly across vast, 
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exotic landscapes, casting magic on 
things to see what happens. So I 
distilled the LOOM interface to 
just three operations: moving from 
one place to another, selecting ob- 
jects and weaving magic spells.” 


Complementing the graphical 


interface are high resolution 3D © 


graphics drawn by award-winning 
fantasy artist Mark Ferrari. Rich, 
moody environments have been 
created for each of the many 
Guilds that Bobbin visits, with 
scrolling panoramas and detailed 
animation to give LOOM a dis- 
tinctly cinematic look. 


Moriarty, creator (at Infocom) 
of highly-praised fantasy games 
such as Wishbringer(R) and 
Beyond Zork(R), set himself the 
task of developing a genuinely 
fresh fantasy environment. "I, for 
one, am tired of dealing with orcs, 
trolls and glowing rings of power. 
I wanted to create a world that 
didn’t rely on these stereotypes. 
The problem with avoiding 
stereotypes is that you have to offer 
a substitute for the rich literary 
context which they inhabit. You 
might have to ask players to read a 
novella before they turn on the 
computer." 


The problem was solved by cre- 
ating a 30-minute audio drama to 
establish the fantasy world of 


LOOM. Produced in conjunction 


with Lucasfilm’s Academy Award- 
winning Sprocket Systems, the 
drama boasts a cast of seven pro- 
fessional actors, original Jerry 
Gerber musical score, and CD- 
quality digital mastering. 


A Dolby(R) Stereo cassette of 
the drama is included with the 
game. Not only does the cassette 
set up the background of the story, 
it also immerses the player in the 
environment, imparting a vivid 


sense of the characters’ personali- 
ties. 


LOOM is scheduled for release 
September, 1989 for IBM-com- 
patible computers, and in October 
for Atari ST and Amiga. All ver- 
sions have a suggested list price of 
$59.95. 


LOOM, as_ well as_ other 
Lucasfilm Games products, are 
distributed by Electronic Arts. 


Lucasfilm Games, PO Box 
10307, San Rafael, CA 94912. Tel: 
415/662-1800. | | 


DE-TERM V1.59 
by Robert Anisko 


Miami Valley Atari Computer 
Enthusiasts 


DE-TERM Version 1.59 is one 
of the most recent telecommunica- 
tions programs released to the 
Atari 8-bit world. — Utilizing 
"GEM-like” menus, everyone from 
the beginner to the advanced user 
can run this program with ease, 
controlling a plethora of flexible 
features. 


DE-TERM is set up in a GEM- 
like fashion. The top of the screen 
holds different options which can 
be chosen to reveal numberous 
other options in a window below. 
Moving through the menus is easy- 
-navigation through the menus is 
made with the arrow keys, and you 
choose an option either by hitting 
RETURN on your choice, or hit- 
ting the first letter of your choice. 
That’s all there is to it! 


Two console keys are also used — 
at certain times. You'd hit 
SELECT to return to the menus 
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from Term mode. And you would 
hit START to begin a file transfer. 


DE-TERM supports a wide va- 
riety of features, such as copying 
files, viewing and printing files, and 
SpartaDOS command line access 
(when used with SpartaDOS 3.2). 


It also contains the largest 
choice of file transfer protocols I’ve 
seen in an 8-bit program. The 
standard Xmodem and Xmodem 
CRC are supported, as well as 
Ymodem (Xmodem 1K) and 
Ymodem Batch. And yes, we're 
talking both downloads AND up- 
loads (so you and a friend could 
send each other a whole disk of 
files and not take a second look). 
Of course, the standard options 
such as Dialing, ‘Translation 


(ASCIV/ATASCID), and others are. 


supported as well. 


DE-TERM also features two 
options that are very unique. The 
first option lets you turn off most 
of the screen during file transfers 


for a slightly increased transmis- 


sion (and at 9600 baud, for those 
lucky enough to be going that fast, 


this is a must since the screen can’t 


display data that fast). 


The second option is a definite 
rarity: a user, while transferring 
files, can actually play a simple 
game of "Breakout" while waiting 
for the transfer to end. And when 


the transfer is finished, the original — 


screen will return. This makes file 
transfers less tedious, and some- 
times even fun! 


There are versions of DETERM 
1.59 for all the major modems: 
SX212, XM301/1030, Hayes com- 
patibles (850), and MPP. Each 
version has a handler built-in, so it 
is not necessary to append one. All 
features are supported in each 
version. 


And yes, it is SHAREWARE!!! 
So you can make a copy of it, and 
share it with your friends. If you 
like it, you could always send a do- 
nation to the author, considering 
the time it took to develop such a 
program. This will also give him 
motivation to continue updating 


DE-TERM, and developing new 


programs. 


DE-TERM Version 1.59 has be- 
come my favorite telecommunica- 
tionss program. I have a number 


~ of other programs, but DE-TERM 


surpasses them all. DE-TERM 
takes over where Express! left off. 


COVER ART 
by John Pellet 


7 Originally printed in Dal-Ace 
December 1985 


- The ST-BASIC (STB) sts 


below was downloaded from | 


Compuserve and used to draw this 
month’s cover art (Editor’s note: 


Dec 85 issue). It is VERRRRY 


Fast! And very small! An alto- 
gether worthwhile effort for our 
first STB program. Note that the 
STB editor wants 80 column lines. — 


0 - °ST-BASIC | 


"ELLIPSE.BAS": 10/20/85 by R. 
VAN | 
1 (Attention beginning ST. 
BASIC hackers! ) | 
2 ’A useless program in pitiful 
ST-BASIC? 
3 > 
10 START: FullW 2: ClearW 2: 
Atari$=Chr$(14)+Chr$(15) 
15 GotoXy 0,1: ?  Atari$;" 
_SPEEDY ELLIPSE DRAW 
DEMO ";Atari$ 
20 ? "This demo draws 260 ran- 
dom ellipses” 
25 ? "(in color on RGB units) 
using the" 


30 ? “PELLIPSE’ ST-BASIC 
command.”: ?: ? "You are in "; 

35 If peek(SysTab+0)=4 then 
XAmax=320: Ymax=200:colrs =16:? 
"LOW"; 

40 If peek(SysTab+0)= 2 then 
Xmax=640: Ymax=200:Colrs=4:?" 
Medium"; 

45 If peek(SysTab-+0)=1 then 
Amax=640: Y max=400:Colrs =2:?" 
HIGH"; 

50 ? "-Resolution mode.”: ?: ? 
"Type [CTRL]-[G] to exit pro- 
gram.” 7 | 

55 Input “Type [RETURN] or 


[ENTER] to be- 
gin";Amiga$:ClearW 2 
60 For Loop=1 to 260: 
Color 
1,1=Rnd(1)*Colrs,0,0,Rnd(1)*5 
65  Pellipse Rnd(1)*Xmax, 
Rnd(1)* Ymax, 


-20+Rnd(1)*90,20+ Rnd(1)*40 


70 Wave 20,350,25,3000,0: Next 
Loop: Goto START 

80 9 

90 ’ That wasn’t that painful was 
it? Now let’s run the program 

99’ and see the puppy work. 

100 End 


PRODUCT RELEASES 
From Mindscape: 

Gauntlet II - Adaptation of 
arcade game. Available in June for 


ST at $49.95. 


After pitas - Flight mission 


| game. Available in October for the 


ST at $49.95, 


Harley-Davidson, The Road to 
Sturgis - Biker rally arcade 
adventure game. Available in 1990 
for the ST at +9. 95. 


Shinobi - Ninja arcade game. 
Available in September for the ST 
at $49.95. 


Computer Council of Dallas, Inc. PUBLICITY 
1950 Stemmons Freeway, Box 277, Dallas, Texas 75207 RELE A S E — 
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CCD Access: Number 2 -- October 1989. By: The Journal group. 


Topics: A magical mystery tour, part one. 


WHO IS THE COMPUTER COUNCIL? 
We invite you to meet the CCD. Just who are they? 


In short: a coalition of independent computer user-groups. By our last count, sixteen groups are cur- 
rently affiliated. If you haven’t walked in On a few, you've missed a lot. This month, let’s start an 
“Outsider’s tour". Some general impressions and opinions, gleaned from our roving reporters: 


C-CAD = Center for Computer Assistance to the Disabled 


The C-CAD organization exists to help disabled persons in life and career with the aid of computers 
and computer training. They do all their non-profit work with money and equipment donations (NO 
government money!). They have placed well over 500 computers with their “clients”, including special 
adaptations and software to suit the needs of the user. They bring some demo equipment at meetings. 
The staff is very dedicated. New doors of independence open to people because of their efforts; the 
kind of results that fuel the whole user community. We’re proud they’re our newest member group. 


DALACE = Dallas Atari Computer Enthusiasts 


DALACE, in on the CCD’s birth, has over 100 devoted members. They offer diverse support, primar-_ 
ly for the many ubiquitous home-oriented Atari machines. The ST camp here is small but has a great 
deal of vigor. The DALACE heart, though, is in its multitudes. Atari sold (and still sells) boatloads of 
console-type computers, such as the 400, 800, 130XE, etc. Each has sophisticated video capabilities and 
easy-to-use facilities. As a result, applications including graphics and sound get particular attention; 
note that there are serious gamers a Also plenty of good general discussion and BASIC instruction; 
many interesting presentations. All computer users are welcome here. Beginners and home users es- 
pecially will appreciate the generous flow of creative ideas. 


TIPRO = Texas Instruments Professional Computer Users 


This 200-member group caters mainly to the users of the Intel based TI products such as the Profes- 
sional and TI Portable Professional. But the talk is often much more generic and MS-DOS oriented 
(the TI machines are very close to XTs-- and better than them in some ways). Meetings are profes- 
sional affairs, well-organized. Extensive disk catalog. Business applications, of course, predominate; 
these guys are very well-versed in all hardware aspects as well. The group takes care of its own, with 
ribbon-reinking and other valuable services to its members. TIPRO has also provided many man-hours 
for projects in the community. Whatever you do, don’t miss their annual auction! 


So far we’ve only covered three of the sixteen. Stay tuned, for we will continue next month. Should 
any of these groups sound like they practice your kind of fun, we suggest you find them for yourself. It 
is really a good experience to see other users and what they do. That’s one of the CCD fundamentals: 
the interaction of users benefits all groups. 


We are proud of the high caliber of our affiliate groups. Take your own tour-- you'll be pleased. 
Any feedback, comments or suggestions should be forwarded to: 
CCD Publicity 
1950 Stemmons Freeway 


Box 277 | : 
Dallas TX 75207 (c)1989 CCD Publicity Committee 
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Most Wanted List | Newsletter Newsletter 
Dal-ACE Experts Advertisements _ Submissions 


Donny Arnold...216-0766...Call 
before 10 p.m. 8-bit General 
knowledge. 


Eb _— Foerster...357-7602...Call 
from 7 to 10 p.m. Turbo Basic, 
SynFile, SynCalc, Assembly. 


Ron King...(817)283-0674...Call 
from 5 to 10 p.m. 8-bit hardware. 


John Saunders...(817)566-0318 
Cand Assembler languages. 


Michael Trombley...429-6134 
ST general knowledge. 


Ralph Tenny...235-4035 Call 
from 7 to 10 p.m. ST general 
knowledge and hardware. 


Rene Tucker 223-6176 §8-bit 
general knowledge. 


John Winer...907-1349 Systems — 


Programming and 
knowledge. 


- general 


Infomart Directions 


From North Dallas, take either 
Stemmons (I-35E) or the Dallas 
North ‘Tollway south. From 


Stemmons, take the Oak Lawn exit, . 


turn East, and park at the 
Infomart. If you are using the 
tollway, exit right on Wycliff, go 
left on Harry Hines Blvd. to Oak 
Lawn, and turn right. From the 
South, take Stemmons north, then 
follow above directions.’ Infomart 
is the big, white, steel and glass 
building south of the other marts. 
GUESTS ARE WELCOME!!! 


following month. 


Personal ads are free to all 
current members. Please see the 
editor for details. 


Commercial Rates 


Full Page $35 
Half Page $25 
Quarter Page $15 
Business card $10 


For an additional $10 per full 
page, or $5 per partial page, you 
can request that your ad be placed 
on the inside front or back cover or 
the center page spread. This 
service is first come, first served. 

Ads must be camera ready. 
Submission deadline for ad copy is 
the first of the month prior to 
publication date. That is, 
November 1st will be the deadline 
for your ad to appear in the 
December newsletter. Mail copy to 
the address on the back page, or 
contact the advertising manager, 
editor, or the Vice President of 
Communications. Copy received 
after the deadline will be run the 
For contract 
advertisers, if no new ad is received 
prior to the deadline, the most 
recent ad will be run. 


Editorial Policy 
The editorial staff of the Dal- 


_ACE newsletter reserves the right 


to edit your submissions for 


spelling, punctuation, grammar, 


clarity, and for reasons of space 
limitations. 


Submissions are welcome in any 
form. Submissions can be 
uploaded to the club BBS or they 
may be submitted to the editor at 
the club meetings or by mail. 


Disclaimer 


The material printed in this 
newsletter reflects the opinions of 
the authors. Opposing opinions 
are solicited. Unless otherwise 
Stated, the material in this 
newsletter is not copyrighted and 
no rights are reserved. 

The purpose of this newsletter is 
to present information for your 
consideration. Neither the editor 


nor Dal-ACE make any claims for 


the validity or usefulness of this 
material. The reader is the final 
judge of any product or advice 
presented. 


Infomart Meeting Dates 
Firm Dates: October 14 
November 11. 


Tentative Date: December 16. 


Meeting Schedule 


10:00-11:00...8-bit SIG | 
11:00-11:30...Disk sales 
11:30-12:00...Main meeting 
12:00-12:30...New Users SIG 
.... Newsletter Exchange SIG 
12:30-2:00....ST SIG 


DAL-ACE OFFICERS 

President: : 

Donny Arnold 216-0766 
Vice President: 

Brenda Arnold 216-0766 
VP Communications: 

Anita Uhl 492-8682 
Secretary: 

Michael Duke 739-3116 
Treasurer: | a 

Rene Tucker 223-6176 
Members at Large: 

Billy McLean... 


Dave Gramm (214)370-7143 
Randy Randolph 381-7624 
Marc Salas 717-4615 
Jim Jackson = — 864-0805 


DAL-ACE BULLETIN 
BOARD 


(214) 278-6180 









P.O. BOX 851872 


RICHARDSON, TEXAS 75085-1872 





DAL-ACE VOLUNTEERS 
| Editors: 
Randy Randolph 381-7624 
Anita Uhl 492-8682 
Ad Manager: 
Marc Salas 717-4615 
BBS Sysop: | 
Jim Jackson 864-0805 
8-Bit Librarian: 
Tim Mixon 356-4725 
ST Librarian: 


Gary Loges (817)481-4186 


ALL MATERIAL PRINTED 
IN THIS NEWSLETTER MAY 
BE REPRINTED IN ANY 
FORM PROVIDED THAT 
DAL-ACE AND THE AU- 


THOR, IF APPLICABLE, ARE 


GIVEN THE PROPER 
CREDIT. LIKEWISE, POR- 
TIONS OF THIS NEWSLETTER 


MAY BE REPRINTED FROM 
OTHER NEWSLETTERS AND 
ARE SO NOTED. 





U.S. 


Hamaerstrom, Howard 07/31/90 - 


312 Randy Lee Lane 


— McKinney, TX 75070 





PERMIT NO. 
RICHARDSON, TEXAS 75080 


DAL-ACE INC. 
Dallas Atari Computer 


Enthusiasts 





Dal-ACE is an independent user 
education group that is not affili- 
ated with the Atari Corporation. 
This is the official newsletter of 
Dal-ACE and is intended for the 
education of its membership as 
well as for the dissemination of in- 
formation about Atari Computer 
Products. 


Dal-ACE membership is $20 per 
year. Lifetime Membership is 
$250. BBS only membership is $10 
per year. This newsletter is written, 
edited and published by volunteers. 
Its availability and/or distribution 
may, at times, be subject to circum- 
stances beyond the control of the 
club officers. A pink address label 
indicates that your membership 
expires this month. Other user 
groups may obtain a copy of this 
newsletter on an exchange basis. 
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